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Chapter 4
Luminous Passage and o(H)

Our brief affair with EL Wire and my lasting oye
for Tempest

Predock Frane
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During the early 1980s “golden age” of video arcade o~
games, first generation vector graphics reached its 2 B
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apotheosis with Atari’s release of Tempest (Figure = \\
4.1). With its cool, one-point perspective minimal-
ism, and the simple, segmented perimeters, Tempest
defined an aesthetic sensibility and helped to produce
a vector-based visual culture. Gravitationally free and
figured within the black, abstract space of the console
screen, Tempest utilized perspectival space in such
reductive and potent ways that it now resides within
MOMA’s collection of design artifacts.! Tempest
has an explicit economy that was driven by the
capacity of computing at the time, but its designers,
whether inadvertently or not, invented a language of
shape and line that exceeded the sum of its parts. The
influence of Tempest is still present today and it was .
no coincidence that the first Tron movie appeared a  Figure 4.1 Screen shot—Tempest arcade game by Atari Inc.
year after its release. 1980.

Fast forward to the Harvard GSD, early 1990s. "
gaming had proliferated across the globe with a field of experts generally younger than 18, there were th
no computers on the desks of Gund Hall. Stranger still were the initial efforts of the school to e
programming on the cumbersome and isolated SUN Microsystems stations in the “computer lab.” Th,e e
was that students would all write custom software before the software took command of them, but it W2
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too premature an impulse. The digital revolution came slow and late to architectural academia, and with
the medium of the digital screen I was forced to use

a studio installation. All that work to de
by gravity and by the multiplying impe
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Ten years after the explosion of vector ba

literal string to produce a perspectival space as pﬁ;ﬁ:d
fy physics and to capture the ideal geometry of Tempest Was

. . . . . __q tot
rfections of the string itself—saggy, twisty, and imperfect—32
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